ABSTRACT
INTRODUCTION

Innovation Education (IE) originated in Iceland in 1991 (Thorsteinsson 2002). It was developed within Design and
Craft lessons and was closely linked to the principles of the Nordic Sloyd Pedagogy (Thorsteinsson, Page and Olafsson, 2009) , in that it also aimed to educate children holistically, via a carefully structured system (Borg, 2006 ).
In the case of Sloyd, such a carefully structured system was handicraft and, with regards to IE, the system refers to ideation skills (Thorsteinsson, Page and Niculescu, 2010) within the context of innovation (Thorsteinsson and Denton, 2006) . 
Innovation and Practical Use of Knowledge
The pedagogical framework for IE is now part of the Icelandic National Curriculum, under the term 'Innovation and Practical Use of Knowledge' (The Ministry of Education, 1999) . This is a set of broad principles (not classroom actions) that guide plans and actions implemented by teachers.
IE is intended to be a framework for the teaching of ideation skills and thus aims to increase students' innovativeness. In Innovation Education, students seek solutions to real world problems: they propose solutions at a conceptual level and research the knowledge that is needed to develop the solution (Figures 1 & 2) . As the students engage in the process of innovation, gaps in their ARTICLES knowledge emerge and they find it necessary to research and gain appropriate knowledge, in terms of the particular innovation process they are involved in ( Figure   1 ). This process is paramount, as subject knowledge develops accordingly. As students acquire increased knowledge and experience of ideation work, they can employ this in new contexts (The Icelandic National Curriculum, 1999). The resulting effort can be seen across the curriculum, as individuals rely on critical knowledge and information from different sources in searching for viable solutions, and the emphasis is to train students to 
Ideation and its Role in Building Innovativeness through
General Education
The main emphasis of the pedagogy of IE is to make students better equipped to deal with their world and take an active part in society through innovation ( In IE, students are introduced to a process of innovation that focuses on the 'front-end' of the design process; i.e., problem and need identification, initial concept generation, the development of basic solutions using simple models (Thorsteinsson, Page and Niculescu, 2010) and descriptions with images or multimedia content 
Related Approaches to Idea Generation
The term ideation originated from (Guilford ( (Smith, 2003) .
Lying at the heart of both invention and design, it is widely acknowledged as a key part of the innovation process 
Ideology of IE
Innovation work is based on the concept that everyone is creative. Through creative abilities the student uses his/her creative power to form the world (Thorsteinsson, 1998 This element supports an individual's responsibility to take part in and help to shape the society (Thorsteinsson, 1996, p. 11; Figure 3 ). Ethics develop through a student's innovation work as they are working with real world problems ( Figure. 3). Students augment their ethical maturity and ability to utilize their creative intelligence.
When that occurs the student's self-image also strengthens. This enables them to move in a positive 
